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Editorial - The Editor Speaks Up. 

I really hate this. Writing these editorials is not easy. I always take a long time to figure 
out how to start an editorial. Hope I did fine this time. Phew. 

There’s good and there’s bad news this time. The bad news is that Andy Ryals had to stop 
the production of Hackers Hangout. The only good thing about that is that he has agreed to 
take over DID’s Pokeworld from now on. But still, I know I’m gonna miss HH. 

The good news is that the Speccy Tour 2000 has become a success. Read the report in this 
issue. I plan to bring you all a wonderful booklet with the next issue giving you all the final 
facts about the tour. How’s that? 

Then there’s the news about a new game that’s on its way. More about that on the bottom 
of this page. Can’t wait. 

And is it just me or are several other Spectrum publications a bit late? Hang in there guys, 
the scene needs you. 

Well, that’s it. As always, if you have any ideas or any comments on DID, let me know. 
Remember, DID is your mag. See you all in January, I hope. 


NEWS 



QL show in Paris, Saturday October 21 - 10:00 to 16:00, (open 09:00 for traders etc). 
Universite Paris, 82 Rue de la Liberte, Saint-Denis. For more information (in French) 
go here: 

http://www.univ-paris8.fr/up8/moyens_d_acces.shtml 

Promising Jet Set WiSSy game on its way. 

Vidar Eriksen from Manic Miner Technologies, who programmed that incredible 
Manic Miner game ‘Eugene - Lord of the Bathroom’ is currently working on a Jet 
Set Willy game that will be called ‘Maria vs. some Bastards’. As you can hear on 
the title, you’ll take control over Maria in this Jet Set Willy game. 

Take a look at the graphics to the right and 
you’ll see that the graphics look just as 
good as in ‘Eugene - Lord of the Bathroom’. 

We asked Vidar when he expected the 
game to be ready for release and he said: 

‘Well I don't have much spare time, so 
it's a bit hard to say , but hopefully at the 
end of the year.’ 

I’m sure it will be worth waiting for. On the question, if it will be as good as his 
Manic Miner game, he replied: 

‘It will be way better. The final product will have 60 screens of hard core 
Speccy-gfx and be more adventure-like than Jet Set Willy (Picking up items 
(and use them), talking to people and so forth...)’ 

I can’t wait to see and play this new master piece from Manic Miner Technologies. 
Just think about it, a Jet Set Willy game with adventure elements. Kind of Jet Set 
Dizzy. Please hurry, Mr. Eriksen. 
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Atari 2600 - ZX Spectrum - PC/W95. 

Remember Subscan, Jose Roberto Rodrigues’ Speccy game which we reviewed in Issue 3? 
Originally that game was released for the Atari 2600 back in 1982, then last year Jose 
(Robsoft) released the Spectrum version and now he has made a PC/W95 version which is 
almost as good as the Speccy version. You can find it on Robsoft’s website at: 

http://www.angelfire.com/games2/mmf/page.html 

At the same address you can also find Robsoft’s new Spectrum game called Invaders, 
which is reviewed elsewhere in this issue of DID. 


The end of Hackers Hangout. 

It’s sad, but true. The excellent Speccy Hacking Fanzine “Hackers Hangout’ has stopped. 
The Editor Andy Ryals told me that the reason for his desicion is that he had to 
concentrate on passing his exams to become a surgeon. 

Andy will continue to support the Speccy scene by writing as much stuff as possible for 
Fanzines including Desert Island Disks. He has already taken over Pokeworld from this 
issue on. Go have a look, it’s brilliant. 


More Willy madness on the net. 

The news about Vidar Eriksen’s work on a new Jet Set Willy game gives me some hope 
regarding the Willy genre of games. Let's hope it's as good as his Manic Miner game. But 
back to the more normal Willy games. In the last issue we gave you the information about 
6 new Willy games. Since that last issue of DID, 6 more Willy games have been released, 

all in the Jet Set Willy genre. 

Willy Comes Home 128K - Gary Pearce (released ?/?-2000) 

Willy To The Rescue - Alex Cornhill (released 30/5-2000) 

Utility Cubicles - Stuart J. Hill (released 31/5-2000) 

Jet Set Willy Meets Colossal Cave - James Wyatt (released 5/6-2000) 

The Time Hole - Edward Martland (released 6/6-2000) 

Jet Set Willy: Willy’s Afterlife V2.0-Abdan De Corey (released 12/6-2000) 


All these games can be downloaded on Andrew Broad’s website at: 
http ://www. geocities. comZ-broada/spectrum/willy/list. html 



The convention for all adventure game enthusiasts is to be held in the Kenilworth Suite, 
Coventry Hill Hotel on Saturday, October 28th., from 9am to 6pm. 

Convention organiser is Larry Horsfield, who was the man behind the Speccy adventure 
games company FSF Adventures, who released such classics as Starship Quest, Axe of Kolt 
and Magnetic Moon. For more information visit the Adventure 2000 website at: 

http://www.adventureconvention.fsnet.co.uk 
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REVIEW - REVIEW - REVIEW - REVIEW 


- REVIEW - REVIEW - REVIEW 


Game: Wizball 
Company: Ocean 
Author: Sensible Software 
Released: 1987 
Type: Arcade 

Joystick: Kempston, Sinclair 1 & 2 
Machine: 48K/128K 


Graphics 

Sound 

Playability 

Addictiveness 

Overall 


□CD 7 
□□□7 
□□□J7/K7 
■CD 8 
□CD 7 



As a N64 owner, one of the many questions I 
ask myself is, how would a Speccy game look, 
sound and play if it were totally updated for such 
a powerful machine? While going through my 
old collection of Speccy games, I came across an 
old favourite, to which that question could be 
asked; Wizball. 



Anyone who remembers me from the SSH days, will remember me putting Wizball among 
my top ten favourite Speccy games, and having recently played it for the first time in years, 
I remember why. The plot is a novel one. Although it’s the usual bad vs good affair, 
nobody has been killed or kidnapped. No, someone has nicked the colour from the world, 
leaving a drab, dull, grey landscape each way you look. A decent excuse for the Speccy's 
limited colour power if ever I heard one. 

The object of the game then, is to re-colour the world. There are six levels, and each one 
needs three "colour-jobs", in order to restore it to it's technicolour glory. Each level is 
inhabited with various enemies, ready and waiting to stop you in your tracks. Also wi thin 
these levels are the Colours which you'll need to collect. One level has only Red colours, 
one has Green and one has Blue. This is represented on-screen by three cauldron's, with a 
fourth one next to them which shows your target colour for this level. At first, it's either the 
usual Red, Green or Blue, but later on, you'll need colours such as Magenta and Cyan (and 
Yellow at one point), and you'll need to mix the primary colours in order to make up your 
colour job for that level. Ths will involve travelling between the three available levels; 
collecting one Colour, then move to the next level and collect another Colour, then either 
come back, or move to the last level and collect Colour's there too. 

Don't worry if this isn't sinking in- like most things, you'll understand it when it's put into 
practice... 

This, finally, is where the Wizball from the game title, comes into the mix. While the good 
wizard stays at home, making up the spells (as wizards do) to bring the radiance back to his 
home world, it's the Wizball itself, who goes out into the levels to do the deed. If truth be 
told, somewhat unprepared, too. This was an area that put a lot of people off playing and 
maybe buying the game-controlling the Ball. It simply bounced up and down, and all you 
could do was control its spin so that when it hit the ground it would change direction. 
Fortunately, at this point, there are only a handful of stationary enemies, all of which when 
shot-release a pearly looking thing. Collecting these pearls allows you to upgrade your ball 
Nemesis style. As well as the usual meaty extras, such as blazers, 360 degree shots, smart 
bombs and temporary shields, you can gradually get total control of your ball (firstly to 
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change direction in mid-bounce, secondly to stop bouncing altogether). But one thing you 
will need to get is a Catellite... 

See, while the Wizball can dish out death like nobody's business, it can't collect the 
Colours in the level.. .but the Catellite can. It's also a hell of a lot more tougher than the 
Ball, taking multiple hits from enemies before giving up the ghost itself. Controlling the 
Catellite is a case on holding fire down. This freezes the Ball in place guns a-blazing, 
allowing you to control the Cat, who also fires too. Shoot the Colours to turn them into 
drops, and then use the Cat can to pick them up. When you let fire go, control returns to the 
ball. 


So far, we have a game that's sounds more complicated than it actually is and, as I've said 
earlier, it is good. But it's not without it's problems. The first you'll encounter is the 
control. The initial "bouncing ball" can be handled with trial and error, but its the power up 
method. Most games of this sort utilise the space bar or a similar key to power up your 
character. In Wizball, you have to waggle your joystick left and right until it's selected. 
Not the thing you need in the middle of a firefight. 

Which brings us to the next little problem-the difficulty. First couple of colour jobs, the 
enemies spit out bullets like once a leap year, but then they realise what a bunch of 
"wossies" they're being, and start to ramp up the shot ratio big time, with bullets flying 
north, south, back, forth, left, right, crooked, upside down all over the shop. Reaching the 
later levels, not only does the level design become more intricate, but even the Colours 
themselves start shooting back. They'll be bringing such a ruckus, they'll make you wish 
you father had never met your mother. 

Except, for another big problem with the game-extra lives. Only, it's not a case of not 
enough, but too many. You earn one every time you pass a certain score, but you also get 
one every time you finish a colour job, and anytime you finish a level. If you're good 
enough. It's not uncommon to clock up seven, eight or even nine plus lives, before the real 
ruckus starts. I've found myself finishing the game, by gaining lives almost as quickly as 
losing them. The collision detection is also a bit "six of one, half dozen on the other". 
Sometimes, an enemy bullet will near enough fly right through your Ball and not so much 
bother you - other times they'll kill it without so much as touching it. However, this does 
work both ways quite evenly though, so you might overlook it. And at the end of it all, you 
can't help but feel a small sense of achievement as you fight through the coloured 
enviroment that you created. 

So there you have it. In times like these when the world seems to have gone retro crazy, 
here's a game which demonstrates why original thinking, good gameplay, and that all 
important "one more go" factor that Speccy programmers was so good at producing in 

their games. Now just imagine... Wizball 64 ... . 

John McIntosh 


Advertising: 

If you want to advertise in DID, then 
send us your advert and it will be 
included at these prices: full page £5, 
half page £3, quarter page £1. 
Personal stuff like buy, sell & trade 
are free and will be included in a 
possible swapmania mag or in the 
fanzine itself, if space available. 


Other great Spectrum paper/disk mags: 
ADVENTURE PROBE - adventure games mag. 52 Burford 
Road, Liverpool, L16 6AQ, UK 

ALCHNEWS - disk mag on PC and +D from Andy Davis, 283 
Twist Lane, Leigh, Lancashire, WN7 4EH, England 
CRASHED - Dave Fountain, 11 Camel Road, Silvertown, Lon¬ 
don, E16 2DE, UK 

RETROGAMER - all 8 bits. 52 Kingfield Road, Liverpool. L9 
3AW, UK 

SPC - WoMo Team. Spectrum/SAM. hn Tannenforst 10, 51069 
Koln, Germany 
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Poor old Chris Evans. The world 
seems to have finally woken up to his 
sneaky little games. No Chris Evans on 
the TV (at least for a while) is undeni¬ 
ably a good thing but, unfortunately, I 
am sure he will be replaced by some¬ 
one moronic and uninteresting. 

For those of you blissfully unaware of 
the abominations infesting Britain at 
the moment, let me attempt to explain. 
In Britain, everyone now loves fools. If 
you are stupid, you have a good 
chance of becoming famous. The worst 
of these people are the women who try 
to act like men. They can often be 
found loudly drinking and partying as 
close to cameras as possible, thinking 
it makes them cool and funny, or taking 
their clothes off on magazine covers, 
thinking it makes them attractive. Why 
is it thought these startlingly uninter¬ 
esting people are worth listening to? 
So, moronic famous people, won’t you 
please: 


SHUT YOUR MOUTH 

Its always good to get these things out 
of the way early so that we can move 
on to the important issues of the day. 
And what could be more important than 
a list? 



TOP 10 

IRRITATING SPECCY THINGS 

1. Magic Fire in Chaos 

2. Green piston things in Exolon 

3. Anything Amstrad produced 

4. 48K power supply connection 

5. Most multi-load games 

6. Invisible blocks in middle of road in 
Super Sprint 

7. Ultimate’s unredefinable key 
controls 

8. Other motorbikes unavoidably 
driving through you in Super Hang 
On 

9. Firebird block loading system 

10. Sherwood/Davis slapfight 

mm© 

Did you Dunk my Bixie? Maybe you 
Crunch my Brains but not my Brian? Or 
did you Neet Weet my Mate? If you 
don’t have a galloping clue what I’m 
chatting about, you could well be a 
Titchy. For the Titchies are the long 
time enemies of our old friends the 
Weetabix. 

In the 1980s, Weetabix hissed all over 
the other hack in the arena of TV ad¬ 
verts (which should really have been 
more ‘pc’), by inventing 5 Weetabix 
characters (Dunk, Bixie, Crunch, 
Brains and Brian). These valiantly did 
battle against the Titchies to save the 
world from hunger. Not only that, they 
had their own Speccy game. And, as 
I’m sure you’ll agree, anyone who re¬ 
leases a Speccy game is due oodles of 
praise and high 5s. I once released a 
Speccy game (i.e. gave a copy to my 
best mate) and accordingly gave my- 













self 5 highs. 

The slightly disappointing thing about 
Weetabix Versus the Titchies is that it 
is just another copy of the trendy game 
at that time, Space Invaders. Released 
in 1984, it was “especially produced for 
Weetabix” by a company called Romik. 
I've never heard of them but I’m sure 
our volcano of Speccy knowledge, the 
right reverend Bruhn, will be able to 
enlighten you all. 


As usual, you manoeuvre your Weet¬ 
abix from left to right at the bottom of 
the screen and shoot the Titchies lined 
up above you. There are three innova¬ 
tions that make the game slightly differ¬ 
ent to the other Space Invader vari¬ 
ants. The most insignificant of these is 
the pattern the Titchies move in - 
across the top of the screen, down the 
left hand side, speed across the bot¬ 
tom and then snake their way to the top 
again. No artificial intelligence for the 
Titchies. 



i 

jHy 

mt 
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The other two innovations complement 
each other quite nicely. Firstly, you can 
only fire a missile when you have 
picked it up. A missile can appear any¬ 
where at the bottom of the screen so 
you can get stuck on one side with the 
missile on the other and enemy bombs 
falling in between. Secondly, you have 
energy. Your energy goes down the 
more you move about and goes down 
dramatically if you are hit by a bomb 
from the Titchies (you only have one 
life buy a shield protects you from a 
direct hit at the cost of energy). This 
gives you a little bit to think about as 
you plan your strategy but doesn’t 
quite make up for the fact that you will 
have already played this type of game 
many times before. 

The best thing about Weetabix Versus 
the Titchies is the idea of a cereal 
company releasing a computer game. 
Can you imagine that happening these 
days? The Speccy enabled any old 
nutter / cereal company / pop star / 
whalk exhibitionist to write and release 
their own game. How nice not to be 
dominated by corporate rubbish with 
the general lack of invention and hu¬ 
mour that involves. Well worth an extra 
overall point. 

Graphics 

Sound 

Playability J 5 / K 5 

Addictive ness 

Overall 

If any of you have this game and can’t 
beat my pathetic top score of 4960, 
you must have the skill of a C64 owner. 
On the topic of high scores, could it be 
that no DID readers can complete the 
final track in BMX Simulator? No-one 
has risen to my challenge in the last 
issue to claim that they have com¬ 
pleted it. Speccy hero and expert 
gamesplayer Robert Chilton has admit- 

















ted that he cannot complete the track 
either. Is this the hardest part of a 
Speccy game ever? 

Now its time for the long overdue re¬ 
turn of our old friend, the column 
Denise Van Outen would star in if she 
were a computer game: 

CRAP GAMES 

I don’t know whether it is me or the 
game but there is undeniably some¬ 
thing terribly crap about Predator. The 
reason I think it could be me is that 
Predator got quite good reviews, de¬ 
cent sales and there are still people 
who quite like it. Nevertheless, from my 
point of view, it throughly deserves its 
entry in the crap games column. The 
good reviews etc probably contributed 
to my dislike of the game as it is the 
most disappointing game I’ve ever 
played. 

The game was released around 1987 
and based on one of the successful 
films of that time. It was a film starring 
Arnold Schwarzenegger at the height 
of his fame (doing his usual removal of 
shirt and getting into a fight or two.) 
The first bit of amusement to be had at 
the expense of the game is therefore 
its title. A simple Predator was insuffi¬ 
cient: it had to be Schwarzenegger 
Predator. That probably added a few 
cool points in 1987 but now makes it 
almost as crap as the horrendous at¬ 
tempt at a digital picture in the loading 
graphics. Just as it seems that the 
game might be ok (there is a mid-load 
graphic introduction sequence indicat¬ 
ing that effort has been spent on the 
game), you begin to play the game. 

Predator is a wide viewed scrolling 
shooting game. Your man runs along 
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(very nicely animated, surprisingly) 
and baddies run in the opposition di¬ 
rection firing. They only fire straight 
ahead and do not move up or down. 
Whilst it might appear easy to just 
avoid them or punch them to death 
rather than using precious bullets, it’s 
not. The collision detection is so bad 
you will often end up losing energy 
despite being clearly several feet away 
from your enemy. You also have to be 
sure to keep to the bottom of the 
screen as you might not see enemies 
at the top as they merge quite effec¬ 
tively with the background. 


It’s difficult to pinpoint exactly why, but 
the game is just not challenging. It’s 
certainly difficult - most of my turns last 
about 3 minutes. But Predator does 
not inspire you to master its difficult 
gameplay. Maybe it’s the bemusing 
ways in which you die, the lack of skill 
apparently involved, the availability of 
other similar games of a far superior 
quality or the blast of Rick Astley’s 
Greatest Yeehah’s it gives you when 
you do well. 


Predator is a frustrating game. You 
have hand grenades which could be a 
decent weapon except that by the time 
it reaches it target, the enemies have 
moved due to the dawdling speed of 











the grenades. The only way to use 
them against enemies is therefore to 
learn where an enemy will appear 
(same each go) and fire in advance. 
Why bother? Just go and play Green 
Beret, Gryzor or Ghosts ‘n’ Goblins 
instead. 



Yep, it’s the return of another long lost 
column; this time the one Donna Sum¬ 
mer can regularly be seen snogging 
behind the bike sheds. 

You may remember from a previous 
Spectra that Zenobi have released a 
CD-Rom for PCs containing all their 
Speccy releases ever. They have also 
seen fit to release other Speccy CD- 
Roms, one of which contains a whole 
bundle of adventures. I am unable to 
give you may details as, in true inept 
researching style, I have not even 
bought the thing. What I can tell you, 


however, is that Zenobi have cut the 
prices of all their CD-Roms. The ad¬ 
venture ones now cost only £4.99 in¬ 
cluding postage and packing. Tally- 
whacking good value, if you ask me. 

An almost unbelievable piece of news 
is that I have actually got a few tips for 
A Hero For Soriana (also previously 
reviewed in Spectra). They are proba¬ 
bly all amazingly obvious but I am 
nevertheless going to boast about 
them by including them here. 

Use the knife to get the lichen. 

Put the straw underneath the tower so 
that the ladder can be safely thrown 
out of the window. 

Put the ladder in the well to go down 
into it (only when you have the lichen 
as a light source). 

Look under the kitchen table and on 
the shelves. 

Use the chair to reach the curtains and 
get some string. 

There we go. There will be a game 
review in this column next issue, I 
hope; possibly even one for a new 
game. There will also be some more 
rubbish in Spectra, but you don’t need 
me to tell you that. Bye. 


Editorial Comments: Well.who was, oh yes, Milton asked me to shed some light on 

Romik Software. I’ll do my best. The best known software houses back then were without 
a doubt Ocean, Ultimate and Quicksilva. But whenever I think back to the good old days in 
the very early 80’s, and I think software houses I also think about Blaby, Rabbit Software 
and Romik Software. Don’t ask me why, but somehow their games impressed me. 
Especially Highrise Harry from Blaby, but back to Romik Software. They released a total 
of 9 games for the Spectrum including Weetabix Versus the Titchies. Their best games are 
3D Monster Chase, Shark Attack and the great Colour Clash, which is an Amidar style 
game. Romik did by the way release a game called SPECTRAsmash, which was a bomb the 
skyscrapers with your plane game. On that tape you could also find a Breakout style game. 
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Desert Island Disks 


In the last issue Jon Ritman visited the deserted island. This time the victim is Nathan 
Cross. He’s the editor of the Internet Speccy Zine YS3, which is pretty close to the 
original Your Sinclair mag in its layout and style. Nathan has even managed to keep 
Your Sinclair’s humour, and that’s not easy. Go have a look here: 

http://www.ys3.co. uk 

It’s the best Speccy Zine on the net together with Classix, which hasn’t been updated for 
a very long time. Visit YS3, you won’t regret it. Now let me give the word to Nathan 
Cross. 


Hello everybody! As part of an innovative social experiment, I'm to be left on a desert 
island with only the bare essentials - a Speccy, a TV, a generator and five games. But 
what five, eh? 

1. EMPIRE - Firebird 

Andrew Glaister’s epic could be summed up briefly as ’Elite in 2D', but that wouldn't do it 
justice. Conquer star systems, trade with space stations, buy new equipment, and save 
the galaxy. This game is a work of genius that everyone should play at least once. 
Without doubt one of the best games I've ever seen in my life, on any format. 

2. BACK TO SKOOL - Microsphere 

There's not a lot between this and Skooldaze (and in a lot of ways Rich Jordan’s remake, 
Klass of 99, is superior), but BtS gained a lot of bonus points in my later teenage years 
by adding a girls' school to the mix. I've still not finished it; I keep getting distracted by the 
lessons and Eric's girlfriend... 

3. CHAOS - Games Workshop 

It's quite possibly the best multiplayer game ever. Eight wizards trapped in an arena and 
forced to beat the living daylights out of each other using magical weapons and 
creatures. The only possible problem with the game is that if I'm stuck on this island 
alone, I'll have to play against computer-controlled wizards. 

4. QUAZATRON - Hewson 

When Steve Turner decided to convert the C64's Paradroid to the Speccy, he didn't do 
it by halves. Switching the whole thing into isometric 3D and adding more complex 
strategies for stealing 'bot parts was inspired, and transforms what could have been an 
average shoot-'em-up into a strategically-planned mission to save the world. 

5. THE BOGGIT - CRL 

It was a close run thing between this and earlier Delta 4 adventure Bored of the Rings, 
but The Boggit won out on the basis that I haven't finished it yet. A spoof of The Hobbit, 
both this and Bored won me over with their intensely amusing humour. 

Bubbling under...Jet Set Willy, Barbarian, Lords of Chaos, Rebelstar, Target Renegade, 
Robocop, Ant Attack & Contact Sam Cruise. 
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Pokeworld 

By Andy Ryals 



Hello and welcome, Tis I, the hacking one, welcome my 
brood, disciples of Hackers Hangout fear not the beast has 
arisen in the shape of Pokeworld. Now that you have proven 
your worthiness disciples, behold, my image, a bearded 
haggard old man. I have studied the sacred text of Z80 op 
codes for many a long and lonely night, through all weathers. 
Self-sacrifice and poverty, pain and jubilance. And here my 
wisdom lain down for all to read and learn from. For those that 
choose to read my work will hath great learning and knowl¬ 
edge. This power is to be used wisely, the uninitiated will 
struggle those that know will gain greatly JESUS H CHRIST, 
that was some strong beer, I almost felt like a 15 th century 
Alchemist, erm, ok, back to normality, some numbers which 
conjure amazing workings. Did you just hear that, reality went 
on the blink again, please read. 


GAME 

POKE 

EFFECT 

AUTHOR 

COMPANY 

YEAR 

Bubble Dizzy 

43232,0 

Infinite lives 

WASP 

Codemasters 

1991 


42864,x 

x=lives 




Cavelon 

47713,0 

Infinite crosses 

C.Urquhart 

Ocean 

1984 


47250,0 

Infinite lives 





38314,x 

x = Crosses 





47358,x 

x = lives 





47267,0 

Big bonus 




Comeme 

56928,0 

Infinite Lives 

Spanish 

Spanish 

? 


55383,x 

x=lives 




Dangerous Gardens 28277,0 

Infinite lives 

J. Charlesworth 

Your Computer 

1984 


23299,x 

x=lives 




Fantasic Voyage 

54492,0 

Infy lives 

John Edmonds 

Quicksilva 

1984 


28129,x 

x= lives 





27932,x 

x=seconds 





27933,x 

x=minutes 





27934,x 

x=hours 




Godzilla 

39276,x 

x= health 

Tigersclaw 

LCD 

1995 

Habilit 

24618,x 

x=lives 

? 

Ibersoft 

? 

Hamon IV 

34662,183 Infinite Lives 

Oleg / Sergej 

Ascendancy 

1997 

Havoc 

38926,0 

Infinite Damage 

John Foster 

Players 

1990 



Infinite lives 





47223,0 

No alien fire 




Joe Blade 4 

35003,x 

x= boot time 

Players 

Players 

1991 

Light Cycles II 

30013,x 

x=lives player 1 





30014,x 

x=lives player 2 





30015,x 

x=lives player 3 





26453,0 

Infy lives playerl 





26476,0 

Infy lives player2 





26430,0 

Infy lives player3 




Spy 008 

32613,x 

x=time 

Markus Rinio 

? 

? 


30029,60 

Inifnite lives 





32614,x 

x=time 
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GAME 

POKE 

EFFECT 

AUTHOR 

COMPANY 

YEAR 

TSAM 

28766,x 

x=cash 

Tigress Designs 

39 Steps/Arioasoft 

1986 

Vigilante 

48735,0 

Infy lives 

? 

U.S.Gold 

? 


47597,x 

x=lives 




White Heat 

24793,x 

x= bases 

M.Baldock 

Codemasters 

1986 

Whopper Chase 

62367,60 

Infinite burgers 

SPANISH 

SPANISH 

? 

Winged Aven. MK2 

26020,x 

x=avengers 

? 

Work Force 

? 

Yeti 

47894,0 

Infinite lives 

Cybadyne 

Destiny 

1988 


57796,x x=lives 


BASIC LISTINGS 
DANGEROUS GARDENS 

Heres a little five level gem I found on WOS whilst waiting to go to work! It's written by a UK 
author Jason Charlesworth in 1984. The game is nothing special but I ain't seen a hack for it 
before so here we are, and a basic listing to boot as well. To run this poke forget all the bumph in 
the loader some of it is simply setting up the intro screen, type this small listing in for x=lives or 
infinite lives. 

997 REM DANGEROUS GARDENS POKE © ANDREW RYALS 26/6/00 

998 POKE 28277,0: REM INIFNITE LIVES: POKE 23299,X: REM X=LIVES: REM REMOVE AT WILL 

999 MERGE GOTO 1000 


DIZZYY2KI 

1. Simply press the magic red button, press break, or activate the multiface on your fave 
emulator. 

2. Enter the following lines of code 
280 LET time=time+l 

780 LET lives=lives+l 
GOTO 4480 

And there we have it Infinite lives & time for the latest Dizzy game (WRITTEN IN BASIC)! This 
game is available from all the Dizzy Website appreciation jobbies! The only Dizzy game I ain't 
hacked is Bubble Dizzy (see above), dum de dum! 


INVADERS - Robsoft 2000 


0.0 REM * * * *INURPERS * 4 * * 

20 REM S© 2000 ROBSOFT*- 
30 REM ****BRRSXL****** 

35 REM INFINITE UIUES HOCK 

36 REM COPYRIGHT R.RYRLS 

37 REM 27/6/00 

4-0 BORDER 0: PAPER 0: CLS 
60 CLERR 36339 
60 LORO CODE 

70 LET 0=2700©: LET 0=0-256 
30 POKE 236©6,U-256* INT (U/25 
6> . 

90 POKE 20607 , INT 

91 POKE 4-204-0 f 4*3 

92 POKE 4-064-1,4-3 
100 ROM USP 23000 


CO/266> 





As you can see I was simply too idle to type in the listing for this brand new game. You loose all 
your cities but continue playing. The bloody annoying thing about Robsoft games are that they are 
written in Basic and Machine code and then compiled which makes them slightly harder to hack 
i.e. Subscan in 1999 well screw you matey! This has been hacked (ha ha ha). 
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FANTASTIC VOYAGE 


I remember reading the book and thinking Phwoar about Raquei Welch, eek, here is zee hack! 


10 REM FV HACK © A.RYALS 3/7/00 

20 CLEAR 30719:LOAD "" SCREEN$: LOAD"" CODE 

30 POKE 54492,0: REM INFINITE LIVES 

40 POKE 28129,X:REM X=LIVES 

50 POKE 27932,X:REM X=SECONDS 

60 POKE 27933,X:REM X=MINUTES 

70 POKE 27934,X:REM X=HOURS 

80 RANDOMIZE USR 53248 


HACKING COMMENTS 


I have already hacked Cavelon in a previous issue, I think. Anyway here is some more hacks for 
you, this time I spent a little longer having a look around the game code, quite nice, still enjoy 
playing this after all this time. The TSAM (They Stole A Million) pokes were a little harder to find. 
When breezing through the code at location 32000 we find the routine, which prints the amount 
of cash you have to the screen, sometimes if you poke these you get additional cash. In TSAM a 
completely separate location is used and then the routine at 32000 is updated, neat, but useless. 
You can use values of 255(FF) is you wish at 28766, but I recommend a value of 100 to start with, 
you can always poke yourself some more money when needed! The Hamon IV pokes work, you 
simply loose lives but gain them, play the game you will see. 

As already mentioned not many games to hack as such, I decided to look on WOS and get some 
different games. The Whopper Chase is Spanish, no idea who coded the thing, it's a slightly 
different poke from normal, the game checks to see if you poke the lives counter to NOP for 
infinite burgers and simply quits, well poke to 60 for infinite burgers (this also works on Spy 008). 
The game Spy 008 incidentally came from a Czech website, go to World of Spectrum, flick through 
the Spectrum Webring, eventually you will see a site describing Czech games, it's the only one on 
the Webring, go here for Spy 008 & Lightcycles II. I hope to have some more Czech games 
hacked soon, watch this space, HOPEFULLY! 

After much mucking around I finally hacked Godzilla 
from Tigers Claw, this did not pose too much hassle 
and I actually spent three hours playing the game, I 
can really recommend this one. 


The Scene 

It's quite hard to hack games now, as is quite often 
stated, what's left to hack on the spectrum? Well as 
you can see some of the really obscure games still 
have not been hacked, thankfully lots of Spanish & 
Russian stuff keeps cropping up for hacking, so I live 
another issue. I can't wait for ZX Sonic personally, I 

offered my services as a games tester, but so far have received nothing, SHAME! Now then some 
news about the new games that have been released. Loads of new Manic Miner & jet Set Willy 
games have been released by Andrew Broad. Well all I have to say, is that all the pokes that have 
previously been printed will hack these games. Lastly, if you have the G7000 Video Pac emulator 
for the ZX (Cheers Michael for my copy) then don't worry about hacks for the games, the thing is 
VERY buggy, and half the games don't work anyway! Some of the games seen to have infinite 
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lives or time, the others don't seem to work, and the ones which do have a decent lives counter 
probably work only once in twenty loads! There is probably loads of stuff out there that I have not 
even found, if you have any games that you guys want hacking or have anything rare/ not 
released in the UK then please send it along, all new things very welcome. 

Finally just a quick mention about the magazine called Hackers Hangout that I used to write, well 
it's now dead. Thanks to all those who helped and bought copies in the past, it may do a phoenix 
impression one day and resurface, but for the meantime I have to concentrate on my career as a 
surgeon! Next issue if I can find anything original from this new Czech site that I have found then 
I'll produce some Czech game hacks, I also have found a new portal to Sweden, so perhaps some 
Swedish hacks? 


Editorial Comments: Wow, what can I say. This was Andy’s first Pokeworld in Desert Island Disks. I 
hope he’ll stay on board for a long time and continue to give you guys pokes and hacks like this. Keep up 
the good work, Andy. Thank You. 


The Speccy Tour 2000 halfway report. 

By Michael Bruhn 

It’s the third of August as I write this, and the first 3 of 6 months of the Speccy Tour 2000 
have passed. For those of you who haven’t read the last issue of DID and who don’t have 
an Internet access, and therefore never visits the DID website or the Internet newsgroup 
comp.sys.Sinclair, let me explain what the Speccy Tour 2000 is. Well, it’s a games playing 
tournament that I intend to run every year from now on. I picked 10 games for the tour and 
the players then send me their scores in form of snapshots made with one of the many 
Speccy Emulators out there. The player with the highest score in each game gets 100 
points. His/Her score is made equivalent to 100%, meaning that if the top scorer, for 
example, has a score of 100.000 points and your submitted score is 70.000, you are 
awarded a score of 70% equal to 70 points. The scores from all your ten games will be 
added together to get a total score (which max. can be 1000 points), and out of that the 
standings will be calculated. 

I must admit that I had my doubts if this would become a success or not, but I feel that it 
has turned out to become a huge success. 30 players signed up for the tour before the 
registration ending date, which was set for the 30th June. Out of those 30 players, 12 have 
submitted one or more scores so far. Out of them, 10 players have qualified, meaning that 
they have submitted a score to all ten games. 

There have also been some problems of course. First of all, Jim Grimwood found out that 
you could score endless points in Pippo by staying on the center field. I therefore decided 
to start the first voting, whether Pippo should be replaced by another game, or if we should 
trust people not to use that trick. Well, the players decided to vote for a new game. So, 
Pippo was replaced by Green Beret. 

Or the Jumping Jack vote. Tomaz Cedilnik sent me a very unusual Jumping Jack score 
where he had scored 3.310 points and only reached level 3. Of course, you can’t make such 
a score in just 3 levels unless you do some kind of point leeching. What he did was that he 
got to the top and let himself drop down to climb all the way up again gaining points every 
time he went back up through a hole. I thought this was a very unfair and boring way to 
play it, and I think it is easier than getting all the way to level 10 to get the same score. So, 
I started another vote, where the players should decide if that tactic should be allowed. 

15 












After several re-votes the players decided that it was all right to use that tactic. However, 
none of the players has used this tactic since. 

That was just a few of the problems we ran into. The tournament has been very exciting I 
think, even though the top player has been more or less way ahead of the rest all the time. 
But maybe that will change during the next 3 months, where hopefully some of the 18 other 
signed up players will be starting to send me some scores. Below is the top 10 leaderboard 
chart at the moment. 


No. 

Player 

Points 

Submitted Scores 

1 

Tomaz Cedilnik 

749 

10/10 

2 

Paul French 

558 

10/10 

3 

Arlansky 

544 

10/10 

4 

Bitz 

489 

10/10 

5 

Derek Jolly 

427 

10/10 

6 

Peter Bibbings 

420 

10/10 

7 

Daithi O’Cuinn 

342 

10/10 

8 

Jim Grimwood 

288 

10/10 

9 

Matthew Clemson 

284 

10/10 

10 

Nathan Cross 

96 

2/10 


A comfortable lead for Tomaz Cedilnik at the moment, but don’t let that fool you, there’s 
still 3 months to go. In the next issue of DID you get all the facts about the whole tour and 
we’ll bring you all the facts about the winner. Let me finish this report by thanking all the 
players for being so helpfull and friendly. I’m sure there’ll be another tour next year. 
Remember, you’ll decide which games will take part in next years tour by voting, and while 
doing that we should try to exclude games that could turn out to become a problem, such a 
Pippo. Let’s end with the present topscores for all 10 games. The Daley Thompson’s 
Decathlon score is for completing all the events just once. 


Game 

Score 

Player 

Date 

Tanx 

47.900 

Tomaz Cedilnik 

7/6-2000 

Jumping Jack 

8.365 

Tomaz Cedilnik 

8/7-2000 

Daley Thompson’s Decathlon (Day 1) 

84.336 

Tomaz Cedilnik 

7/6-2000 

Bounty Bob Strikes Back 

116.760 

Paul French 

26/6-2000 

Green Beret 

151.950 

Peter Bibbings 

31/5-2000 

Barbarian 1 

26.950 

Arlansky 

13/7-2000 

Flying Shark 

253.040 

Bitz 

6/6-2000 

Speedboat Assassins 

25.540 

Tomaz Cedilnik 

4/7-2000 

Chase H.Q. 1 

16.561.518 

Paul French 

26/6-2000 

Stack Up 

330.400 

Bitz 

6/6-2000 
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Game: Invaders 

Company: Robsoft 

Author: Jose Roberto Rodrigues 
Released: 2000 

Type: Arcade 

Joystick: Sinclair 2 & Cursor 

Machine: 48K 

Graphics 

Sound 

HHHmnnnnrb 

■■■■nnnnrm 

Playability 

Addictiveness 

nnmgnrm.Tft.R? 

—nnnm'i 

Overall 

miMnnnnm 


Download here — http://www.angelfire.com/gaines2/innif/page.html 


Robsoft's back. The company behind that terrific Atari 2600 remake Subscan which we 
reviewed in Issue 3 of Desert Island Disks. The new game is simply called Invaders and this 
time it is a home grown idea and not a remake. Let me start by saying that this game does 
not have the same strength as Subscan, but still, it's a good game, worth spending some 
time with. 

As you can hear by the title it's a shooting game and it reminds me very much of the 
Missile Command type of games. You know the games where you have to protect your 
cities from being hit by lasers. In Invaders you don't have so much control over the situation 
as in the Missile Command games. Your guns are based on the ground and it's almost 
impossible to shoot all the invaders, meaning that they almost get a shot at the ground every 
time they attack, and if you're unlucky they hit one of your cities. 

The game is played in waves, where one wave includes 5 squadrons with 5 invaders in 
each. After each of these waves you get 50 bonus points for each city that still stands. As 
you get an extra city after each 2000 points it is actually possible to get a new city even if 
the invaders have just shot your last city, if you reach a 2000, 4000, 6000 and so on point 
in the game before the wave ends. A wave is always played until its end before you get the 
'GAME OVER' message. This seems a bit weird, but makes the game more exciting as you 
still have that last rescue line to hold on to. 


SpgS 

S W _ ^ _ i§ 

| Here’s so me of th e Aliens th at try to destroy your Miss ile Bases. | 

t 

You have 4 cities to protect and besides that you have 3 guns, one on the left and one on 
the right side of the screen and finally one in the middle. Pressing fire will activate the 
middle base and pressing to left or right while pressing fire will fire either side. It's only 
possible to shoot 2 missiles at a time, so plan your shoots carefully. 

Besides shooting your cities, the invaders can also shoot your missile bases, which makes 
a little box below them flash so that you know it's out of order. Don't worry, about 10 
seconds later the base is fully functional again. 

A little fun game, that is worth trying out. Please download it and don't forget to write to 
Jose and tell him your opinion on his games. Try to encourage him to write more games, we 
really need guys like him, otherwise we would be stuck with tons of new (old) Willy games 
forever and that would be a horrible thing. We need other stuff as well. Go on, Robsoft. 
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SPANISH SPECCY GLUTON. 

by Milton Snook 


mjmMtcL 


There is not much known these days about the Speccy’s exploits in Spain. Most European countries seem 
to have their own fanzine for the Speccy and have games that were released only in their country. Of course, 
it is only ignorance that makes us think Spain was not the same. For Spain was as Gluton for Speccy games 
as Horace was for little green plants in the park. 

Ignacio Prini-Garcia is the main man in Spain. He probably knows more about the Spanish Speccy than 
anyone else in the world. And in these hallowed pages, he has agreed to impart some of this wealth of 
knowledge. Enjoy! Until you realise that there is a massive extra source of Speccy software you must find 
and add to your collection. Yippee. 

We will begin with a look at perhaps the best known of the Spanish software houses, Dinamic. Here we 
find a list of all the games they ever released with appropriate comments. 


Title 


Year 


Released in the U.K. by 


Artist 


1984 

One of the original graphic designer utilities. 


Yenght 


1984 

Text adventure in Spanish. 


Mapsnatch 


1984 

Wargame. 


Saimazoom 1984 Silversoft 

Arcade/adventure with more than 100 screens. First in a trilogy. 


Babaliba 


1984 Silversoft 

Second part of the trilogy with more screens than Saimazoom. 


Video Olimpic 


1984 Mastertronic named ‘Video Olympic’ 

Athletics championships. 


Abu Simbel Profanation 1985 Gremlin Graphics 

Third and hardest part of the trilogy'. Changed style, now' a platform game. 


Rocky 


1985 Gremlin Graphics named ‘Rocco’ 

Boxing game with good graphics. 


Ole Toro 


1985 Americana 

Unique and controversial game about bull fighting. 


Sgrizam 1985 Americana 

Another difficult game with good graphics but poor playability and lastability. 


West Bank 


1985 Gremlin Graphics 

Shooting game based on ‘Bank Panic’ coin-op. 


Camelot Warriors 1985 Ariolasoft 

Difficult but good arcade game. The UK release was easier than the original Spanish release. 


Cobra’s Ark 


1986 

Icon graphic adventure. Includes simulated voices. 


Phantomas 


1986 

Good platform game. 
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Phantomas 2 1986 Codemasters named ‘Vampire’ 

Sequel with new missions to destroy Dracula. The UK release had some different graphics. 

Army Moves 1986 Imagine 

Best selling Dinamic game in Spain and abroad. 

Nonamed 1986 Mastertronic 

Graphic arcade game where it is easy to be wounded. 

Game Over 1986 Imagine 

Well known game with some scenes that could be forbidden to young children. 

Phantis 1986 Dinamic named ‘Game Over 2’ 

Two loads with lots of action and a short dressed cartoon lady. 

Fernando Martin Basket Master 1987 Imagine named ‘Basket Master’ 

Technically good basketball game. Sponsored by Martin who has since died in a car crash. 

DonQuijote 1987 

One of the best Spanish text adventures. Inspired by Cerv antes’ creation from his books. 

Dustin 1987 

Graphic adventure with a white glove thief as the main star. On a Your Sinclair covertape. 

Arquimedes XXI 1987 

Text adventure written in BASIC and machine code. Good atmosphere. 

Freddy Hardest 1987 Imagine 

The first of two Freddy games. 

Megacorp 1987 

Text adventure in 2 parts. Funny but simple graphics. 

La Guerra De Las Vajillas 1988 

Wash wars. 

Pepe Carvalho: Los Pajaros de Bangkok 1988 

Text adventure with graphics. Based on Vazquex Montalban’s fiction character in his novels. 

Turbo Girl 1988 Alternative named ‘Turbo Bike’ 

A game you can use instead of buying Playboy. 

Hundra 1988 Mastertronic 

Another such best selling game. 

Captain Sevilla 1988 Alternative named ‘Captain S’ 

2 parter about a stereotype Spanish super hero. 

Delfox 1988 

First game on new but short lived label ‘Dinamic 100%’ (for freelancers at bargain prices). 

Meganova 1988 Alternative 

Very difficult 3 part shoot-em-up. Suspect playability and lastability. 

Target Plus 1988 

Only works with the Gunstick. 

Mike Gunner 1988 

Only works with the Gunstick. 
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Aspar GP Master 1989 Dinamic named ‘Grand Prix Master’ 

Grand Prix game. 

Navy Moves 1989 Imagine 

Second part of Army Moves. 

Commando Tracer 1989 

Good arcade game with smooth scrolling and fast action. Original game loading system. 

Rescate Atlantida 1989 

Colourful arcade game but often disappointing and unaddictive. Can play Mastermind while it’s loading. 

Bestial Warrior 1989 

Two versions released, one for Gunstick, one for keyboard. 

After The War 1989 Dinamic 

2 part game set after a nuclear war. Big sprites, good movement and often enjoyable. 

Freddy Hardest 2 1989 Codemasters named ‘Guardian Angel’ 

Set in South Manhattan in a Street Fighter / Kung Fu Master style. Its difficulty makes it less playable. 

Michel Futbol Master 1989 

Two great games in one - ‘Super Skills’ and ‘Championship’. Sponsored by Real Madrid player Michel. 

Astro Marine Corps 1989 Dinamic 

Another 2 parter with password code at the end of first level (similar to all Dinamic games since 1986). 

Satan 1989 Dinamic 

Great game, good graphics and lots of enemies in a Black Tiger style arcade game. 

El Captain Trueno 1989 

Two parter based on well-known Spanish comic cartoon. 

Cosmic Sheriff 1989 

Only works with Gunstick. 

Simulador de Tenis Profesional 1990 

Tennis simulator. 

Narco Police 1990 Dinamic 

Original concept but very hard to handle and complete. 

Buggy Ranger 1990 

Apart from its graphic designs, not worth playing. Dinamic’s creativity' started to decline dangerously. 

Megaphoenix 1991 Dinamic 

Based on old ‘Phoenix’ coin-op. New graphics and techniques but 128K only. 

Hammerboy 1991 Dinamic 

Last ever Dinamic release. Based on old Nintendo electronic pocket game. 

And there you have it. Another Spanish Software house will be examined in detail next issue. In the 
meantime, if you have any questions or comments to make, please send them to the usual DID address. I am 
sure Ignacio would be happy to answer anything and may even be able to help you find an elusive Spanish 
version of a game. 

Ignacio Prini-Garcia, A. Virgen Del Carmen 39A, 11201 Algeciras, Cadiz, Spain, 
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Game: Psytron 

Company: Beyond Software 

Author: T. Olowu & P. Voysey 

Released: 1984 

Type: Arcade & Management 

Joystick: Kempston 

Machine: 48K 


Graphics 

Sound 

Playability ■■■■■■■■□□ J &K8 

Addictiveness 

Overall ■■■■■■■■□□8 


Much more then crisp graphics can be found under this title. Today we can say that 
"Psytron" belongs to a family of underestimated games, maybe that's because it came before 
its time. In the first half of 1984 Psytron announced a game with a pretty deep strategic 
scenario combined with high arcade action, all wrapped round in excellent graphics. 

Aim of the game is to protect the complex base from UFO invaders. Through the first 5 
levels, player gradually learn how to control the base (tasks are becoming more and more 
complex). Real game starts on level "F". After loading you can choose: keys/joystick input, 
sound options. Then you can start playing or do some save/load (service record) job :-) At 
the start you look at 1 of 10 base objects and the defence droid in tunnel is under your 
control. Observed object can be immediately switched to another one, later you'll be able 
control big cannon's target, co-ordinate base supply etc. etc. After 5 minutes of playing, 
computer will show you percentage of successful protection. Advance to a higher level is 
possible if you achieve a 'defence' average above 50% in 5 consecutive games. If you don't 
make it, you can continue so only the last 5 'sessions' will be of importance for average. 
When you finally make it, you'll get message "PASS". In the old days, this meant that's time 
for save on tape, for instant start on 2nd, 3rd etc. level. 



Ki§ 

i 

- J 


igMPHH 

Psytron’s screen layout as described to 
the left. 


screen is on the right. Red number(s) in "screen 
report" (within message box) shows object(s) un¬ 
der immediate danger from UFOs. Green number 
is indication where your droid is. 

Level L. The only task is to find and eliminate the 
deers, dropped from UFOs in tunnels, before they 
enters any of base objects and make a damage. In 
time detection of UFO which will drop deer- 
saboteur can be achieved by changing position in 
base i.e. object of observation. Keys from "1" to "0" are used for switching to the 
corresponding object (for example "Crew Quarters" is 3, "Docking Bay" is 0 etc.). In the 
tunnel, you have a droid to fight with saboteurs, "Q" is for movement, "A" changes 
direction and "M" is fire. 

Few hints: deer must be on target when you shoot, droid's laser needs a few seconds to 
reload, it's easier to shoot deer from behind. 

Level 2\ Quite different, now you control big laser cannon and the goal is to shoot UFOs 
before they came too close and bombard base objects. Target is moved by keys Q, A, O, P 
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while 'all-time all-games favourite command' (fire) is "M". 

Level 3'. Both tasks from the first 2 levels are set here. "S" switches to cannon, while with 
"D" you enter the tunnel. Starting from this stage, the most powerful weapon - "Matter 
Disrupter" is available. Activated with "Space", this will destroy all enemies on screen, but 
this benefit can be used only 3 times during 5 minute session. 

Level 4: In relation to previous stage, new feature is key "F", you'll get information about 
supply & maintainance status. According to that you can organise crew to fix damage, by 
default, there are 10 mechanics in every object, while 98 wait in reserve. 

Level 5: Player here takes over complete control over the base. Through computer you 
can communicate with supply-ship and make orders (oxygen, food, fuel, disrupters etc.). 
Those contingents will arrive few times during the game at Docking Bay (so if it's 
damaged...). On this level you'll encounter 'traitors', their task is 'to surprise' you (make 
disrupters inapplicable etc.). Their activity can't be detected until damage is done - all you 
can do is to send crew to fix it. 

Level "F": Real game - NO TIME LIMITS! Publisher awarded the first player who 
defends the base for 1 hour with "Sinclair QL". How long can you stand? Can you 'earn' 
QL? 

I hope that this review will help you to enjoy this inspirative game, which isn't so difficult 
as it seems on the first view. 

J4.lefcsa.ndhr fcufcic 
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